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Premise 

This document presents the result of the activity carried out by partners to exchange their 

experience and knowledge about creativity and the arts in education. 

According to the guidelines provided by the coordinator, each partner analyzed the different 

aspects of creativity in education, referring to “Contribution of creativity in the learning 

practices”  

Partners discussed the results of their analysis in virtual meetings. 

Each partner prepared a report to illustrate their results. 

The activity was concluded in the month of April 2021, respecting the project activity plan 

  



                                                                                                 
 

INDEX 

Ecoistituto report 

ECS report 

Include report 

Zofia Zamenhof Foundation report 

  



                                                                                                 
 

                                                

 

ISEC 

Improving social educators’ creativity 

in digital social innovation practices 
Project No. 2020-1-IT02-KA204-079781 

 

Ecoistituto Report 2 - July 2022 

                                                          
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Disclaimer: 
The European Commission support for the production of this publication does not constitute an endorsement of 
the contents which reflects the views only of the authors, and the Commission cannot be held responsible for any 
use which may be made of the information contained therein.  
  



                                                                                                 
 

Introduction 

Before 1991, according to a literature review, creativity was a relatively neglected topic in 

psychological/educational research and theory in Western Europe. There were no scientific 

creativity schools or research centers, while it was only the personal interest of researchers 

that moved investigations, and literature was scattered across various disciplinary national 

and international journals. From that time, the research interest in creativity in everyday 

settings as well as in business and management have emerged, while at the same time, 

different approaches have developed to foster and train creativity. 

From the 1990s to the 2010s, research efforts on creativity focused on four main categories: 

cognitive, differential, developmental, and social psychological (Simonton, 2012). These 

categories continue to represent important research strands today, although two other 

categories have come to attract increasing interest from researchers in creativity over the last 

decade, namely creativity in management and creativity in education. 

 

 

Contribution of creativity in learning practices 

The short book How to teach creativity by Christian Byrge (2020) is a useful, practical guide 

that can help creativity teaching for educators and leaders in education. Based on the author’s 

experience, it presents notions, examples, and exercises encompassing the various aspects of 

creativity education according to a holistic view. Byrge distinguishes four levels of creative 

competencies. 

1. Competency level one: everyday creativity. It focuses on the competence of 

problem discovery, memory activation, idea production, and simple problem-

solving.  

2. Competency level two: user-centered creativity. It focuses on the competence of 

user-centered solutions, creative combination, scenario thinking, value defining, 

and idea expression. 

3. Competency level three: domain creativity. It focuses on the competence of 

perceptual flexibility, principle thinking, sense for novelty, subconscious thinking, 

and persuasion. 

4. Competency level four: societal creativity. It focuses on the competence to 

generate original societal proposals and solutions that go across and beyond the 

mainstream domains' borders.  

For each competence, the author gives a description and examples, and proposes practical 

exercises.  

The exercises for perceptual flexibility, for instance, are to: 

“Produce as many alternative ideas as possible for ways a brush may be used. How 

may it be used in all kinds of situations, domains, and professions where it is currently 

not used? 



                                                                                                 
 

Produce as many alternative ideas as possible for ways a water tap may be used. How 

may it be used in all kind of situations, domains, and professions where it is currently 

not used?” (Byrge, 2020, p. 41). 

Several years ago, reflecting on his educator’s experience, the pioneer in creativity research 

and education E. Paul Torrance claimed: 

“[…] when I find that children who are not being taught are so disabled as creative 

thinkers, I see how necessary teaching is. In my work I have characterized creativity 

as a natural human process motivated by strong human needs. Critics of efforts to 

teach children to think creatively have been to point out that if my definition is valid 

there is no need for teaching. Yet skills are involved, and skills of any kind have to be 

practiced to function very well. Ever present in all my experiments, however, is the 

question of just how much and what we are teaching and how much of the progress 

we observe is due to facilitating conditions that free natural processes to operate” 

(Torrance, 1987, p. 190). 

Teaching creativity does not present any issues for Keith Simonton. He argues that, in some 

respects, teaching creativity is no different from teaching any other subject in psychology: 

“Hence, to a certain extent, I teach creativity the same way I teach other 

undergraduate courses, such as my history of psychology course. Thus, in all of my 

classes, I use various devices to keep my students interested even when I must engage 

in the traditional one-way communication of information. For example, I always wear 

a T-shirt with some picture or quotation that illustrates a point somewhere in the 

lecture. But students cannot anticipate when the T-shirt will prove relevant, or even 

why. They have to pay attention!” (Simonton, 2012, p. 220). 

Literature on creative teaching and teaching creativity is rich. It encompasses teaching-

learning and creativity theories focusing on the professional development of teachers, 

teaching creativity in engineering courses, teaching creativity in higher education, teaching 

creativity in entrepreneurship, teaching creativity in management, teaching creativity in 

science, and developing creativity in children, to cite just a few different scopes (Daly, 

Mosyjowski, & Seifert, 2014; DeHaan, 2009; Gregerson, Snyder, & Kaufman, 2012; 

Kakouris, 2021; Livingston, 2010; Richard, Lebeau, Becker, Boiangin, & Tenenbaum, 2018; 

Widodo & Gunawan, 2021). 

Many researchers believe that to improve ideation performance, it is necessary to train to 

separate divergent and convergent thinking and then to deliberately apply divergent thinking 

(Basadur, Runco, & VEGAxy, 2000; Huff, 2014; Tripathy, 2018). The expected effects of 

creative problem solving are modeled in Figure 1. 

 

 

 



                                                                                                 
 

 
Figure 1. Effects of training on Attitudes, Behaviors, and Performance (source: Basadur, 

Runco, & VEGAxy, 2000, p. 83). 

 

A crucial question in creativity training concerns the measure of learners’ achievements. At 

the beginning of the 2000s, intending to provide teachers and educators with a clear and 

practical guide about creativity, Arthur J. Cropley collected and analyzed what were, at the 

time, the current measures of creative thinking (Cropley, 2001). This is significant since, as 

Cropley observed, in 1989, no less than 255 measures were identified, and measuring creative 

thinking involved the evaluation both of creative products and creative processes. The author 

reviewed the various tests adopted to evaluate creative thinking, such as the scoring tests of 

creative thinking, divergent production tests, and divergent thinking tests. One aspect that 

emerged from his review was the influence of personal properties and the role of individual 

motivation. Recently, the measure of creativity has come to include the measuring of 

creativity across cultures (Glăveanu, 2019), as well as machine creativity (Moruzzi, 2021). 

Regarding creativity across cultures, it has been observed that critical and creative thinking 

have long been characteristics of education and intellectual traditions in China, albeit they 

manifest in different ways (Cortazzi & Jin, 2010; Turner, 2006).  

There is a broad consensus that critical thinking and creative thinking can help in the 

development of more appropriate forms of communication. It has been claimed that effective 

communication starts with a clear thought process. Critical thinking and communication are 

interrelated, and critical thinking breeds clarity of thought (Dehghayedi & Bagheri, 2018; 

Vora, 2014). In particular, creative thinking is considered crucial for effective communication 

in the workplace, since it can help in making difficult decisions, solving problems, resolving 

conflicts, generating innovative ideas, and developing leadership skills.  

 

 

Why is creative learning important? 

 

Creative learning encourages group work and team building while interacting with peers 

teaches children how to socialize positively. Listening to others' ideas, brainstorming 

together, and playing encourages children to listen, share, and build boundaries. 



                                                                                                 
 

 

Many creative learning processes involve open dialogue between trainers and trainees. When 

trainees are given an encouraging, welcoming place to share ideas, they will build confidence 

and not be afraid to speak up. Thinking through concepts out loud also improves reasoning 

and problem-solving abilities. These are valuable communication skills that allow young 

children to develop healthy inter and intrapersonal skills. 

 

Learners can be stimulated to think imaginatively through creativity. Indeed, trainers can 

promote activities such as creative team-building activities, open-ended questions, debates, 

and brainstorming sessions. To make learning fun and easy for learners, some trainers 

tactfully employ these techniques when teaching tough lessons. Learners’ creative responses 

can be stimulated by open-ended questions. 

 

Figure 2 shows the CapeUK/IVE Creative Process. 

 

In this method, trainers control the process. They frame each stage by posing questions that 

allow learners to respond and set a time limit for each step. In this way, the trainer can be 

confident there is structure, but, at the same time, learners control the learning. They’re 

responsible for generating ideas, framing those ideas towards a solution, testing and refining 

them as part of the ‘doing’ and finally presenting and reflecting on their solution to the 

challenge. 

 

 
Figure 2. The CapeUK/IVE Creative Process. 

 

 

Creativity and problem solving 

The relevance of problem-solving research to understanding the creative process is broadly 

accepted. It may also include the dimension of elegance: 



                                                                                                 
 

“… creativity is defined as the production of high quality, original, and elegant 

solutions to problems.” (Mumford, Hester, & Robledo, 2011, p. 4) 

Dunker’s (1945) candle problem is brought up as an example of how to test creative problem-

solving. The problem, proposed by the German psychologist Karl Dunker, is to attach a 

candle to the wall, having available a book of matches and a box of tacks or nails. Gestalt 

psychologists adopted Dunker’s problem as an example to show how past experience 

interferes with productive thinking. To solve Dunker’s problem, the box must be fixed to the 

wall with some tacks or nails, and then the box can be used as a platform on which to put the 

candle (Figure 3). 

 

 

Figure 3. The solution of Dunker’s candle problem (source: Sawyer, 2012, p. 109). 

 

Paul Torrance was a pioneer in creativity studies. He was one of the first to describe 

creativity as an iterative process. His legacy on creativity encompasses an incredible number 

of books and articles. He is famous for the creation of the Future Problem Solving Program 

International, the Incubation Model of Teaching, and the Torrance Tests of Creative 

Thinking. He was persuaded that all individuals are creative and that creativity can be 

enhanced or blocked in many ways.  



                                                                                                 
 

In the 1970s, he proposed a model of five problem-solving activities (Kim, 2006):  

1. becoming sensitive to the problem; 

2. identifying the difficulties; 

3. searching for solutions; 

4. testing the solutions; 

5. communicating the result. 

 

In the 1980s and 90s, Min Basadur developed an individual creative problem-solving 

methodology known as the Basadur Creative Problem Solving Profile (CPSP). He modeled 

organizational, group, and individual creativity and innovation as a continuous, circular, 

multi-phase, multi-stage process of thinking. Basadur designed CPSP using established 

constructs from models of intelligence, such as Guilford’s SOI and, later, Sternberg’s 

WICS (Basadur, 1981; 1983; 1991; 1995). 

In 1998, Basadur defined an eight-step circular process for problem-solving creativity: 

1. problem finding (anticipating future problems and seeking current problems); 

2. fact-finding; 

3. problem defining; 

4. generating potential solutions; 

5. evaluating potential solutions; 

6. action planning; 

7. gaining acceptance; 

8. taking action. 

Figure 4 displays the eight-step creative process, beginning with problem finding and 

progressing towards taking action, in a never-ending flow. 

 

 
Figure 4. Basadur’s eight-step creativity process (source: Basadur, 1998, p. 13). 



                                                                                                 
 

 

Basadur’s research highlighted that employees in a dynamic and effective organization 

should develop new thinking skills and reframe their jobs, e.g., by becoming creative 

problem finders and solvers and solution implementers. To this end, organizations should 

provide a framework for directing these creative thinking skills to support their important 

goals and objectives. 

Sawyer (2012) integrated the various stages previously proposed by different authors for the 

creative process and developed his own eight-stage process: 

1. Find and formulate the problem. The first step is to identify the problem and 

reformulate it in such a way that a creative solution can be applied. 

2. Acquire knowledge relevant to the problem. Applying a creative solution requires 

practice and expertise. 

3. Gather a broad range of potentially related information. The more information one 

possesses the more likely one will be able to implement creative solutions. 

4. Take time off for incubation. The unconscious mind will process and associate 

relevant and potentially related information in an unpredictable and new way. 

5. Generate a large variety of ideas. Unconscious incubation generates potential 

solutions to the problem. 

6. Combine ideas in unexpected way. Many creative solutions result from the 

combination of existing ideas. 

7. Select the best ideas, applying relevant criteria. It is necessary to choose the optimal 

ideas, evaluating them according to the problem to be solved. Having the idea doesn’t 

complete the creative process. The idea should then be implemented and applied. 

Analysis of the literature reveals that two critical factors seem to influence problem-solving: 

the nature of the problem (the problem domain) and the kind of knowledge brought to the 

problem by the solver. Furthermore, according to Calvin W. Taylor’s formulation (1988), 

creativity is presumed to be based on an unforeseen combination of existing ideas or 

evidence. In this regard, the famous cases are cited of Henry Ford, who applied the Roebuck 

assembly line techniques to the automobile industry, and of Thomas Edison, who developed 

the electric light bulb by exploiting the known properties of carbon thread in combination 

with a vacuum. 

Rickards (1997) developed a new creative problem-solving model based on creative 

analysis. Rickards’s creative analysis focuses on the examination of creative strategies and 

the discovery of suitable ways for improving them through the deliberate introduction of 

procedures and structures. For this purpose, Rickards analyzed the various forms and contexts 

of creative problem-solving to stimulate creativity at work. He was persuaded that creativity 

is a gift that all people possess and that it can be developed by appropriate training and 

application. For Rickards, applying conventional remedies to produce solutions may create 

bigger problems than the original problem one wants to solve. Moreover, he upheld the 

importance of contextualizing problems and facing them without prejudice: 

“[…] many people continue to assume that all problems have a right answer. Such a 

belief will block off many opportunities for creativity, and it is all quite wrong. 

Problems with one correct answer are rarer than most people imagine, as they have to 

be quite unambiguously defined and quite stable over time.” (Rickards, 1997, p. 11) 
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Introduction 

Since creative competence provides important economic, social and personal benefits, its 

development has become the main goal of education all over the world in recent years 

(Beghetto, 2010; Vincent-Lancrin et al., 2019; Wyse & Ferrari, 2014; Bereczki & Karpati, 

2021). Along with creativity, technology also plays an important role nowadays. Researchers 

(Bereczki & Karpati, 2021; Glaveanu, ˘ Ness, Wasson, & Lubart, 2019; Loveless, 2003, 2007; 

Lubart, 2005; Mishra, Yadav un Deep-Play Research Group, 2013) recognize that digital 

technologies provide a special contribution to the development of personal creativity, providing 

new tools and an environment for learning creativity.  

Transversal skills, even if developed in a specific context, are regarded as skills that are 

transferable to different disciplines, situations and context. It seems from the literature review 

that there is no common definition on “transversal skills”; rather, there are discussions on 

underlying characteristics of transversal skills. What makes the situation more confusing is the 

use of a variety of terms for transversal skills, in an effort to define this broad spectrum of skills 

within the context that these skills are approached, as well as the effort to identify which skill 

sets are important in each context. Common terms used include Transversal skills, 21st century 

skills, Digital skills, Key skills, Key competences, Transferable skills, Horizontal skills, Soft 

skills, Life skills, and so on. Transversal skills for the 21st century are directly associated with 

their development and deployment in the digital age (Ekonomou, 2016, 4) 

Research has found that technology-based creative problem-solving programs (Chang, 2013; 

Kao, Chiang, & Sun, 2017) significantly increase individuals' creativity compared to traditional 

learning, while web-based creative problem-solving learning in digital citizenship has a 

positive effect on creativity skills (Kuo, Chen, & Hwang, 2014 

Contribution of creativity in the learning practices 
Regarding learning and teaching approaches and theories related to digital competence, the 

transition of teaching theory from the modern didactic model to the three-subject model 

(student - lecturer - information and communication pedagogical environment) is mentioned 

(Kotkova, Perminova, 2019). Within the framework of such a new model, the learning process 

is adjusted according to students' needs, integrating traditional learning methods, open 

educational resources (Open educational resources) and learning in a technology-enriched 

study environment. On the other hand, in the international education policy discourse, the 

combined learning approach is defined as primary in the context of the development of the 

European higher education space. The implementation of this approach in higher education 

institutions will promote the accessibility of education, flexibility, improvement of the digital 

competence of students and lecturers, as well as provide the opportunity to engage in full-

fledged lifelong learning activities. (PARIS COMMUNIQUÉ, 2018) 

The learning environment consists of a set of learning tools appropriate for the implementation 

of the educational program and the learning of educational content. Teaching aids are defined 

in the Latvian Education Law: 

- Teaching aids - used in the implementation of the educational program and learning 

the educational content, including those used in the electronic environment 

- Digital teaching aids and resources are electronic publications and resources that 

include the content necessary for the implementation of the educational program. 

(Izglītības likums) 

Digital teaching and methodical tool (DTMT) – newly developed or adapted interactive 

teaching and methodical tool for use in the electronic environment, which includes content 

corresponding to the implementation of one or more of the learning goals and achievable results 

specified in the national preschool education guidelines or the national basic education 



                                                                                                 
 

standard. DTMT is engagingly interactive and includes methodological suggestions for the 

educator's use.  

The Covid-19 crisis has caused rapid changes in educational institutions around the world - it 

has caused countless problems that require rapid solutions. The mass distance learning 

experienced at the moment is a solution to the crisis, it cannot be perceived as a full-fledged 

distance learning process, often the formats that work face-to-face are invariably transferred to 

the online environment, but there are no available support systems for either those who teach 

or those who learn. 

Digitization of education in a crisis situation has proven that this process creates several 

significant risks, including a move towards greater standardization of learning content, it has 

the potential to create too much influence of technology companies on education, there are also 

security-related risks - data security, copyright, evaluation, etc. However, the challenges 

created by this crisis all over the world and also in Latvia have promoted the availability of 

digital resources and the improvement of the competences of professionals involved in 

education, implementing combined and especially distance learning at all levels of the 

education system. 

In the literature, more and more emphasis is placed on research skills for effective operation. 

It is embedded in the 21st century competences, but not separated separately, although the 

conventionally recognized and accepted competences are not particularly changed. In the 

publications, they try to play them, based on them, further developed and clarified. This was 

also done by the University of Melbourne, to a lesser extent in the US (although mentions a 

European approach). 

Justifications found in the literature (Computer System Policy Project, 2000): 

- Schools need to adopt new curricula based on new research into how people learn, how 

to effectively use technology and 21st century skills in the context of rigorous academic 

content. 

- Policymakers need to underpin school accountability with assessments that measure 

both academic achievement and 21st century skills. 

- Farmers check soil moisture with mobile computers and factory workers operate robots. 

- Teachers/tutors are helpers and facilitators who explore the vast world of ideas and 

information with students. 

- Academic excellence must be achieved in the context of today's technological 

environment so that students fully acquire new literacy skills in the digital age. 

21st century skills/competencies are based on Inventive thinking, inquiry mindset, which is 

formed by the following "life skills", basically clearly indicating the most important 

characteristics and quality of transversal skills: 

• Adaptability and complexity management: the ability to change thinking, attitudes or 

behavior to better suit the current or future environment; and the ability to handle 

multiple goals, tasks, and problems while understanding and respecting time, resource, 

and systems (e.g., organizational, technological) constraints. 

• Self-directed: the ability to set learning-related goals, plan to achieve those goals, 

manage time and effort independently, and independently evaluate the quality of 

learning and any products resulting from the learning experience. 

• Curiosity: A desire to know or a spark of interest that leads to questioning. 

• Innovation: The act of introducing something truly new and original, whether it is only 

personally significant (original only for the individual) or valuable to the culture of a 



                                                                                                 
 

larger social group (if the work significantly adds to the cultural field recognized by 

experts. 

• Risk-taking: Willingness to make mistakes, support unconventional or unpopular 

positions, or tackle extremely difficult problems even without obvious solutions, such 

as to improve personal growth, integrity, or achievement. 

• Higher-order thinking and reasoned reasoning: processes of cognition, analysis, 

comparison, inference and interpretation, evaluation, and synthesis applied to a range 

of academic domains and problem-solving contexts (Burghard, et al., 2003, 33). 

In Latvia, the priority often is given to academic study programmes. However, under 

the current legislation, only the professional programmes offer the practice up to 30 ECTS, 

providing students with the opportunity to acquire the professional competence, which raises 

also the self-efficacy of students. In the last years, the importance of the professional 

programmes in the university level is growing. However, the licensing and accreditation of the 

new study programmes is very timing in spite of the fast changing industries and business 

environment. It takes a number of years to establish a new programme, and four more years to 

have the first graduates. As a result, the supply of programmes often lags behind the demands 

of the labour market. (Usca et al., 2019) 

Creative environment and creative people are named in planning and normative documents of 

Latvia as one of the goals that must be attained and developed in both the near and distant 

future. In 2030, the Strategy of Sustainable Development describes Latvia as a green, clean, 

easily accessible and also creative place. Therefore, creativity is significant in connection with 

long-term goal of sustainable development of the nation along with the priorities of clean 

environment and optimal infrastructure. Besides this concept is not only attributed to individual 

characteristics and human resources but also to Latvia as a whole and its environment. 

In teachers’ training programmes the subjects are promoted which develop and improve the 

abilities considered as necessary for the new generation’s education in compliance with the 

labour market demand. For instance, in one of the institutions involved in the research, where 

the teacher training programmes are implemented, the introduction of compulsory piano 

playing, choir singing for all students of the programme in the primary and elementary teacher 

training professional study programme, also for the ones whose musical readiness was weak, 

testifies the good practice of the creative ability development. During the study process also 

after the age of 18, trainees’ abilities were unleashed and even talented students were revealed 

who thanks to a purposeful pedagogical activity learned not only to play the piano 

accompaniment for songs, but also were able to compose musical compositions, create 

arrangements and organize them. Every year at the end of the study course the new teachers – 

unprofessional musicians’ compositions are played in creative concerts. During the graduates’ 

meetings teachers of different subjects remembered as the best highlights of the study time just 

the musical activities, which they had also applied in their professional career when developing 

creativity in their learners. 

In Latvia, creativity is defined as individual self-expression, ability to create new opportunities. 

Creativity is mostly developed by linking theory with practical activities, with everyday 

processes. Creativity is believed to be mandatory skill necessary for every cycle of human life. 

Creativity is related to all individuals as attainable and developed skill.  Creativity is mentioned 

in goals and objectives of all levels of policy-making but there are no clear directions on how 

to promote it. School leadership and teachers have no clear understanding how to conceptualize 

creativity. Promotion of creativity is insufficiently institutionalized and structured, which is 

often an obstacle to achieving the aims and cooperation between the parties involved. Some 

local governments and schools implement creative learning methods independently of policy 



                                                                                                 
 

documents, mostly based on individual initiative. There are many good examples that testify 

of presence of creativity in the education process. Creativity, creative learning and creative 

teaching environment encourage communication, emotional and physical development, thus 

causing changes not only in individual children or youth but also in classes, groups and 

families.  The main stimuli and initiators of creativity are different social agents in the 

environment of formal and informal education, local government, projects etc. that promote 

cooperation as essential prerequisite of creativity. These few ‘key’ people are essential, since 

they initiate and develop different activities, and different understanding of parties involved, 

acknowledgment and implementation of their opportunities and competencies are very 

important for the reaching of common goals. 

Transversal competence can be developed on at least two qualitatively different levels in their 

logical order and unity: (a) the instrumental level, or competence-forming skills, can be learned 

by learning the content/structure and operation of the relevant skill in a logical order; (b) at the 

academic level, independent or semi-independent activity in variable conditions is required, 

which demonstrates higher order thinking, the learned methodology in practice (the ability to 

identify theoretical positions in practice and to generalize specific manifestations of practice 

theoretically). The stoppage of competence development at the instrumental level in the 

conditions of modern higher education shows the graduate's inability to operate in the 

appropriate amount and quality of content, which means a lack of transferable or cross-cutting 

qualities. 
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1. Different aspects of creativity in learning practices  

This report aims to highlight the importance of the use of art in the educational process and 

the investigation of its application possibilities, especially in Greece. 

Many scientific approaches in the fields of Philosophy, Pedagogy and Psychology have come 

to the conclusion that the aesthetic experience of learners (i.e. their contact with works of art) 

deeply develops their creative ability, as well as their capacity for reflection and critical 

thinking. . Kant first explained that aesthetic experience offers the recipient the ability to 

perceive empirical reality with an alternative, creative perspective. Dewey emphasized the 

role that aesthetic experience has in the development of the imagination. Gardner proved that 

contact with art is necessary for the cultivation of all kinds of intelligence.  

Interdisciplinary overview 

While the theoretical foundations for the importance of art in education were laid by 

Philosophy and Pedagogy, important research from other scientific fields such as Psychology, 

Neurophysiology confirmed and explored deeper mechanisms for this relationship. 

Initially, John Dewey with his work Art as Experience (1980) claimed that aesthetic 

experience is the best means for the development of imagination, which he considers a 

fundamental element of the learning process. Works of art, on the one hand, do not simply 

have a physical existence but are imbued with the imaginative dimension that the artist gives 

them. On the other hand, in order to understand their meanings, we in turn need to use our 

own imagination to the fullest. For these reasons the aesthetic experience is wider and deeper 

than the usual experiences we get from reality and is an important "challenge for thought". 

Gradually, the view that aesthetic experience is important for cognitive development was 

substantiated by theoretical approaches and research  

carried out in the fields of Psychology and Pedagogy. Fundamental was the contribution of 

Howard Gardner (1990), who claimed that aesthetic experience offers the possibility to 

process a multitude of symbols through which it is possible to express holistic and subtle 

meanings, to outline emotional states and, in general, to express various aspects of reality. , 

which helps to realize that it cannot be easily understood through rational arguments.  

At the same time, several wide-ranging programs were carried out, in the field of primary and 

secondary education, which aimed to highlight the important role of art in education: Project 

Zero (Harvard Graduate School of Education, since 1967), REAP (Rewing Education and 

Arts Project / USA, 2000), Creative Community Building through Cross – Sector 

Collaboration (Center for the Creative Communities, UK, 2004) etc.  

Also strong evidence for the educational importance of aesthetic experience came from 

studies by the Palo Alto, California thinkers concerned with human communication and 

therapy (Watzlawick, Beavin Bavelas, Jackson, 1967). They were based on anatomy and 

neurophysiology research, which showed that in order for humans to think fully, the equal 

and mutually complementary function of the two hemispheres of the brain is needed. The left 

hemisphere has as its main function rationalization and offers the possibility of a rational 

understanding of reality. The right hemisphere offers the ability to perceive complex 

situations and alternative perspectives. Contact with works of art, which contain an enormous 



                                                                                                 
 

wealth of elements that fit the way this hemisphere works (images, allegories, similes, 

analogies, variations, ambiguities, paradoxes, etc.) catalyzes its activation and strengthens the 

ability to think creatively and critically.  

Approaches in the context of Transformative Learning 

Regarding the theoretical approach to the transformation of problematic perceptions through 

learning, Freire (1970, 1978) was the first adult education thinker to develop the concept of 

critical awareness. This Brazilian thinker laid the foundation for harnessing aesthetic 

experience in the transformative learning process. He placed at the heart of his educational 

method, having the  

Interdisciplinary Network for Special and Intercultural Education “Include”  

participants process "codifications", which were often works of art, mainly sketches created 

by important painters. The codings/sketches represented situations related to the experiences 

of the participants and were specially made to become an occasion for critical analysis of the 

various issues of social reality.  

Then Jack Mezirow, starting from the treatment of the Freirean concept, developed from 

1978 the theory of transformative learning, which he defined as "the process through which 

we transform problematic frames of reference (structures of thought, mental habits, 

meaningful perspectives) - structures of assumptions and expectations – so as to make them 

more inclusive, distinct and emotionally receptive to change' (Mezirow, 2009). Gradually, 

many important thinkers adopted the concept of transformative learning and enriched the 

theory with their own understandings and perspectives (Belenky, Cranton, Daloz, Taylor, 

etc.). Today, the theory of transformative learning is in dynamic development and gathers the 

growing interest of scholars and adult educators. In the years that followed, the use of 

aesthetic experience in the context of Transformative Learning developed greatly. The works 

of art are chosen with the view that they offer suitable triggers for the critical analysis of the 

subjects under consideration, without, however, taking emphatically into account the criterion 

of their aesthetic value. Thus, works are chosen that are perhaps not "trivial", but on the other 

hand could not be included in the realm of great art. For example, Roden (2005) reports using 

popular film works such as Chicken Run and Thelma and Louise, while Bitterman (2009) 

uses Spike Lee documentaries. There is no doubt that the critical analysis of the messages 

contained in works with these characteristics can contribute to the transformation of beliefs, 

which shape the way we perceive ourselves and the world.  

It should be added that in some texts of the literature there are references to specific 

techniques of empowering transformative learning through the engagement of participants 

with art. For example, Dass-Brailsford (2007) describes how her students explored the 

themes of social exclusion and racism through the analysis of literary works as well as 

popular film works.  

More generally, in recent decades there has been a growing trend for learners to become 

active creators of artworks with the goal of critical reflection and transformative learning. 

There are many descriptions of examples in the literature, of which the books by Brookfield 

(1987), Thompson (2002) and the articles by Clover (2006), Grace and Wells (2007) can be 



                                                                                                 
 

cited. So there is no doubt that experiential learning through art is a dynamic part of the field 

of education today.  

The contribution of art to formal education  

It is widely accepted that exposure to any form of art develops one's aesthetic experience and 

cultivates one's creative ability, as well as one's capacity for critical reflection. Therefore, the 

use of Art in the educational process is an undertaking of great educational value for the 

student. By the term arts in school we mean literature, music, visual arts, theater education. 

So with regard to Art and especially the visual arts, which are closer to the child, their 

knowledge is necessary and their contribution decisive, as they have their own "language", 

their own syntax, their own special vocabulary them (color, tone, pattern, line, etc.) and 

grammar, the knowledge of which gives meaning to students' communication with a set of 

specialized media and codes. Through visual performance, the visual communication of 

ideas, meanings, information is achieved in special ways that perhaps no other course can 

deliver. Consequently, the experiences offered by the visual arts are valuable (Kress and 

Leeuwen, 1996). Indeed, because the visual arts are combined with the daily life of the 

students and are an integral part of the visual culture in which they participate, through the 

visual arts the students map friendships, learn how to coexist, go deeper into the ego, the 

discovery and understanding of themselves and of those around them to determine their 

identity in a holistic way (Wick, 2000).  

Research has also shown the contribution of the visual arts to students' positive attitude 

towards school and, by extension, to their school success.  

When it is used in courses (cross-curricular projects), the visual arts contribute to the 

provision of high-quality learning (Bamford, 2006) and even creative learning as the 

knowledge achieved is all-round and global (aesthetic, creative, cognitive, mental, emotional, 

social). Thus, students develop their personality and attribute meaning to the world around 

them (Baos, 2008). Let's not forget that 50% of what preschool and primary school students 

are taught is achieved through images (Herne, 1996).  

Also, through collaboration in visual or other artistic creation, students cultivate beyond 

visual literacy and social communication and collaboration skills.  

Finally, the interaction of art with modern digital technology in the educational system can 

more directly engage the interest of students, while contributing to the development of 

creative and design thinking, innovation, originality, digital literacy and problem solving. 

Thanks to the coupling of art and digital technology in the educational process, students 

develop their ability to more easily decode, analyze and understand the audio-visual stimuli 

they receive.  

In any case, the visual arts are an integral and important part of education, they are a distinct 

subject and require equal recognition and utilization due to their great pedagogical 

contribution.  

The application in Greece.  



                                                                                                 
 

In recent years, there has been growing international interest in the issue of processing works 

of art during the educational process, with the aim of developing creativity and critical 

thinking. Education through Art and its utilization in Education is becoming more and more 

systematic (Brettos, 1999). Important theoretical approaches and applications have been 

developed in the fields of Adult Education and the Educational System.  

In Greece, both state and private bodies seem to be moving in this direction.  

In the academic year 2012-2013, a training program was implemented in the method 

"Transformative Learning through Aesthetic Experience" within the framework of the 

Master's program "Adult Education" of the EAP. 

Attempts to apply the same method have also been made at the Second Chance school of 

Larisa, and at the alternative adult school of KETHEA "EXODOS".  

In 2014, the Cultural Development Organization NEON, in collaboration with the Scientific 

Association of Adult Education, designed an educational program that uses the 

"Transformative Learning through Art" method, which was formulated by Alexis Kokkos, 

Professor of Adult Education at the National Academy of Sciences. The purpose of the 

program was to utilize art as an educational tool aimed at creativity, innovation and the 

development of critical thinking. It is about training teachers and school counselors of 

primary and secondary education, teachers in second-chance schools and adult trainers, so 

that they can then apply this innovative way of teaching to their students, children or adults.  

The Scientific Association of Adult Education organizes this year (2017) the e-learning 

innovative Educational Program "USE OF ART IN EDUCATION" Design and 

implementation: Alexis Kokkos. The program is addressed to adult educators, teachers and 

students of corresponding postgraduate programs who wish to upgrade their skills by 

mastering an innovative method: To use works of painting, cinema, literature, theatre, music, 

dance, with the aim of enriching their teaching so that the students' critical and creative 

thinking is developed.  

The Institute of Educational Policy (IEP) in collaboration with the School of Fine Arts 

(ASKT) and the Onassis Foundation's Letters & Arts Shelter co-organized an International 

Conference on the theme: "Art & Education: Didactic and Pedagogical Approaches in the 

School of the 21st Century". The conference was held on October 2, 3 and 4, 2015, at the 

House of Letters & Arts with the participation of distinguished Greek and foreign scientists. 

The aim of the conference was to present modern pedagogical proposals, opinions and 

directions for the dynamic relationship between art and school, as well as to highlight the 

necessity of including the arts in the dialogue about the future of education at all levels of 

public education. The positive response it had from teachers of all specialties, scientists, 

artists, pedagogues, etc. was impressive. The speakers of the conference represented almost 

all the scientific and etc  

2. Αspects of creativity in an online teaching-learning environment  

The Covid pandemic has forced us to radically change our methids in learning, mainly 

through remote online teaching learning, which has been implemented in most schools, 



                                                                                                 
 

universities and adult learning. The biggest debate these days revolves around whether 

remote teaching learning should continue or not, and how it affects creativity.  

Οpen and distance learning can add value to traditional teaching. The importance of modern 

distance education lies in the activation of students with low learning motivation. It utilizes 

learning strategies that promote responsibility, autonomy and interaction, the evaluation of 

learning. The negatives include the low degree of control-evaluation of the process in relation 

to each trainee and the time constraints it imposes. Asynchronous distance learning gives the 

possibility to deposit, categorize or further process the reference material and tasks and 

feedback (Mikropoulos et al., 2011: 112-129).  

The truth is that by going to the school, learners come into contact with more people, and 

have the opportunity to exchange ideas and opinions. But this can also be achieved through a 

hybrid model, i.e. learning from a distance and going to the school for some days a week.  

But there are reasons that creativity is unaffected by remote learning 

Here are the top reasons telecommuting doesn't affect employee creativity.  

Fewer interruptions/interruptions  

Creativity requires looking at data differently to search for new ideas. School alone can kill 

creativity, because of the constant interruptions and interventions in the classroom. It is 

possible that distance education supports or even fosters creative ways of thinking.  

Personalization of needs  

Remote teaching and learning promote personalization of needs, depending on the personality 

of each one learner 

Some people work better in real interactiion, usually because of the conditions they face at 

home or simply because they are outgoing and enjoy interacting with their colleagues. These 

people will clearly be more creative in the office. Others prefer to work exclusively from 

home. They are more introverted and enjoy spending more time with their thoughts. This is 

exactly what makes them more creative and productive. Finally, there are some who desire a 

hybrid work model.  

3. Requirements and prerequisites for creative teaching-learning  

Should distance education be student-determined or structured?  

Choice breeds motivation and creativity. Giving students some choice in their learning 

creates intrinsic motivation, independence and creativity, which is such an invaluable asset to 

our children.  

They can research the real problems that interest them, write texts with their concerns and 

express themselves.  



                                                                                                 
 

While this may be difficult in a traditional classroom of 20-30 students, at home parents can 

let their children have more flexibility in choosing topics to study, books to read, and ways to 

use their time.  

Away from stress and competition, parents can allow their children time for deep exploration, 

building critical thinking skills and a genuine desire to learn by bringing this way of thinking 

into school lessons.  

In modern education, lessons are implemented through dialogue, screen sharing, files, 

websites, audio-visual material (music, educational videos) or presentations, and "word 

matches". The ability to focus points of interest, feedback, process evaluations and play 

enriched the process. The material as well as the tasks are reframed in the learning platforms 

and personalized in the e-class so that they are accessible to all students before the lessons 

(flipped classroom).  
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Creativity in the Learning Practices  

In our organization Zofia Zamenhof Foundation, we base our principles of learning practices 

on various pedagogical approaches. They include but are not limited to Ivan Illich approach, 

Summerhill School approach and Khan Academy. The focus is on alternative models which 

enable for more creativity amongst participants. Below our research in the learning practices 

based on the works and findings of our chief researcher Dr Wojciech Duranowski. 

In his the most famous work Deschooling Society (1971), Ivan Illich stated that the school 

system falsifies the reality by replacing learning with teaching, calling improvement of 

conditions of local communities a social work, security a police protection, but rat race – 

productive work. Institutionalization of life takes place in modern times, in universal illusion 

that every problem needs a particular institution (or a project) for solving it. Institutions of 

school system attract state budget and money, people and good will for education, while 

discouraging and deterring other institutions from providing knowledge. Compulsory school 

system has become a religion for us now, promising salvation in a form of “returning from 

investment to education”. Ivan Illich, similarly as Goodman, considers it is very important to 

change the educational system in a way that a person not a diploma decides about opportunities 

to make a carrier. He allows possibility organizing tests of competences, while removing a 

nonsense preference of the person who acquires the same knowledge thanks to public funds 

and through the official education system in relation to the person who learns by itself. In this 

case, the teaching itself is discriminated against in relation to the school system based on 

compulsory attendance and imposed curriculum subjects. One of the biggest illusions of 

modern educational system is mixing up process of teaching and learning. Often there is a 

situation in a contemporary system that, for example, teachers of foreign languages know 

foreign languages worse than students who have spent, e.g., a year in particular countries, 



                                                                                                 
 

which only confirms that self-learning may be more effective than teaching following 

instructions. Illich defines a public school as age-specific, teacher-related, requiring a fixed 

curriculum and compulsory attendance. In this way, a school is an institution recognizing that 

increasing knowledge is the result of teaching. In the contemporary world more than a half of 

world’s population never had a chance to attend school, so people were socially excluded, in 

the sense of isolation and being worse. A school is a total institution which gets back the 

opportunity to learn through the 750–1000 meetings (classes) per year . Modern education is 

also supporting the myth that everything is measurable and countable just like SMART design 

method that is popular in contemporary times. Even names of objects are unreal at the present 

time (e.g. Math 3). Educational innovators even believes that education can be described as a 

funnel through which we pour knowledge into the student who is like a white page (latin: tabula 

rasa) before that . As a possible mean of reforming educational system, Illich introduces four 

possible ways how to get knowledge through learning :  

1. Reference services to educational facilities – facilitated access to the materials used in the 

process of formal education, some in such traditional places as schools, libraries, others in 

museums, companies or in the area. If we want to deschool, we shall break school’s monopoly 

in access to educational materials, and students shall have access to them in a self-learning 

process but not only as part of curriculum. The presence of games is particularly important in 

the learning process. Games may loosen children’s interest in sciences, let them to get 

acquaintance with the world in a free way, but there is need to be careful, because a school may 

throw them back in the formal curriculum by eternal desire to organize tournaments between 

classes (schools) for comparing children thus killing the joy of playing.  

2. Exchange of skills – creating of platform for exchange of skills between those members 

who want to transfer knowledge and those who are interested in the science. Exchange of skills 



                                                                                                 
 

is not popular in contemporary education market, taking into consideration institutional 

requirements that request showing a certification for starting a formal learning process.  

3. Peer creative matching – in this way students could join the groups according to their 

interests. That would be the opposite of the current curriculum imposed by the order to 

participate in the classes obligatory. Deschooling means that possibility of one person to 

compel the other for participation in the meeting disappears . At the beginning meeting had a 

meaning of grassroots individual initiative meeting, now it means a schedule of some 

institution.  

4. Professional educators – those would be people with knowledge of both theoretical and 

practical, who would support the learning process, or de facto persons today known as mentors, 

coaches or facilitators.  

As states Władysław Zaczyński , all the elements of deschooling, i.e., “society without school”, 

we can find at the current idea of e-learning where everyone will have access to the base of 

knowledge and use it as they want without the imposed compulsory education. In some cases 

e-learning already displaces traditional school. The best example of such initiative is Khan 

Academy (www. khanacademy. org) that was established by MIT graduate Salman Khan. It 

offers more than 3000 lectures of different fields of science – generally main sciences. As says 

the author “my project might be the begging of a real school where students spend 20 per cent 

of time watching videos and testing themselves at their own pace, but other time they spend on 

building robots, painting pictures, composing music or anything else”8 . Nowadays more than 

2 million people per year visit that webpage. In 2009 it received Microsoft Tech Award in the 

field of education. In a certain sense Khan Academy is a real realization of vision of Ivan Illich 

more than 30 years after publication of his work Deschooling Society, in which he prophesied 

the usage of computers for supporting their own initiative in the educational process. 



                                                                                                 
 

Creative Education in Poland  

The modern school does not have wide educational opportunities in terms of plan personality 

formation by means of art, and does not use this potential in to the fullest extent, mainly 

provides youth with knowledge and instills the necessary executive skills skills and abilities, 

abstracting from issues of artistry (creative self-realization, the ability to establish contacts with 

partners on stage and dialogue with the hall for viewers). But in practice, it is possible to use 

an integrated approach as a means of developing the artistic abilities of schoolchildren in music 

classes art. Certain elements of creative pedagogy in Poland are found in Orphans House (Dom 

Sierot) (1912–1942) lead by Janusz Korczak and Stefania Wilczyńska. Similarly as other 

schools, Orphans House also had students’ self-government, their own friendly court and 

special methods of communication such as bulletin board, mailbox and children’s magazine 

“Little Review” (“Mały Przegląd”). The aim of the children’s magazine was to develop skills 

of civic thinking, scrupulosity and skills of expressing their opinion to society. This magazine 

was an addition to a newspaper “Our Review” (“Nasz Przegląd”) and had a nationwide range, 

dense net of children – correspondents and was able to organize conferences for some hundreds 

of people. Another authority of Orphans House, student’s friendly court, was able to act not 

only against other students, but also against employees of Orphans House. There were many 

differences between such progressive schools as Summerhill, because the role of self-

government was decreased, children had many lessons and compulsory activities – they were 

imposed on call. Similarities included autonomy and the rights of children, as well as 

relationship between students and teachers that were full of humanity. Korczak supported 

children’s empowerment. All those mini-institutions as children’s parliament, the magazine or 

the friendly court were to teach children expressing their opinions and living in democratic 

society, to be an element of children’s emancipation. Currently the best example of free 



                                                                                                 
 

(democratic) schools in Poland is Multicultural Lyceum of Humanities of Jacek Kuroń in 

Warsaw. This is a small public lyceum for about 100 persons. Nearly 70 per cent of students 

pay tuition fees, while 30 per cent receive a public scholarship from the fees paid by parents. 

Scholarships are given to people from 3 groups: immigrants, people socially excluded from the 

Prague region (where the school is located) and children from orphanages. Dr Piotr Laskowski, 

the author of Sketches of History of Anarchism”(Szkice z dziejów anarchizmu), is the Principal 

and co-founder of the school. First of all, he sees the school as a community and not as an 

institution with clear division of students and teachers or place of categorization. It is a 

democratic school, because all the issues regarding the school are decided at so called 

“meeting” or gathering of all members of community and everyone has a vote (teachers, 

students and parents of students). Dr Piotr Laskowski also criticizes students’ self-governments 

that are popular in Poland. They are groups of students representing interests of other students, 

reminding fictional institutions that are often occupied by so-called apparatchiks19. Piotr 

Laskowski criticizes the perception of education only as a commodity where the only value of 

acquired knowledge is use in the carrier and CV. He describes this trend and need for change 

in a following way20: We need to change it. But how to do it if I read texts that encourages 

students to choose philosophy? It is written that it is useful to study philosophy, because its 

graduates are highly wanted by advertising agencies. If a university makes a promise: read 

Hegel, because it will awake creativity in you that will be bought by an advertising agency. 

Who can read Hegel seriously then? Summerhill inspired the school, which, as says Laskowski, 

is more libertarian than Lyceum of Humanities of Kuroń and has less frames. The school is set 

to release students’ minds. However, it is not oriented to the labour market and practical 

approach, e.g., enrichment of CV and carrier. In contrast to Summerhill, the school is highly 

politicized and closely associated with so-called new left-wing and feminist movements that 



                                                                                                 
 

are found against this institution in newspapers of the right-wing (for example 

„Rzeczpospolita”). Politicization is connected with one of school’s rules which believe it is 

very important for students to participate in and influence the external life (in contrast to 

Summerhill), as well as participate in civic movements. The school considers the system of 

grades as repressive and as an empty form. The only exception is theinal grades on certificates 

which are recognized as a compromise with Polish educational system. The Principal 

Laskowski says frankly that grades do not mean anything to the school. Although, it happens 

that students do not move to a higher form. The main reason is that persons who receive public 

scholarships often are culturally backward in comparison to other students. Due to the division 

into 2 groups, very often there also arises the division of students’ wealth. This is one of the 

biggest problems. The school is considering the introduction of a zero year – equalizer for 

students from socially excluded communities. The journal of presence is also not carried out, 

because students’ being at school is not compulsory. Dr Laskowski says that running a 

libertarian school is much easier in the case such as Summerhill, because it is located in a rural 

area and has its own dormitory house, so it is easier to make a closed and trusting society. It is 

opposite when a school is just a part of student’s day. It is even worse for students from socially 

excluded communities who need to spend a half of a day at school and then return to their 

communities. The school is a socially open space. There is no such thing as teachers’ room or 

Principle’s office. Administrative work is performed in the evening after 20 o’clock. Absence 

of teachers’ room is designed to prevent teachers’ ghettoisation who lock themselves in the 

rooms, often gossiping and separating themselves from students. 

Aspects of creativity in an online teaching-learning environment 

There is also one more genre of online tools which aim at helping students to learn to 

code. Here, I mean learning by playing computer games. In this case, we are talking about full 



                                                                                                 
 

gaming experience, not the gamification functionalities which are often embedded in 

programming courses online such as for instance Codeacademy.com, Datacamp.org, 

Mimo.com or many others. Here, instead of additional bonuses, rewards or leagues, the whole 

experience of education of programming is inside the computer game. Such approach in which 

games are important tool for learning finds many supporters in the Silicon Valley. One of the 

main proponents of learning by gaming is Nolan Bushnell who is a high-profile personality in 

the Bay Area. He is the founder of Atari Corporation, producer of one of the first computer 

games Pong and also founder of unique dining and gaming experience chain of restaurants 

Chuck E. Cheese Pizza which gave kids opportunity to have pizza with family and play 

multitude of electronic games. While leading Atari Corporation which was one of the leaders 

of gaming industry in 1970s and 1980s, he was also the boss of Steve Jobs and Steve Wozniak 

who were employees of Atari at that time. Bushnell is confident that games can play a great 

role in the learning context as they boost creativity in the social context1. Although so far he is 

moderately successful in his recent endeavour of transforming system of education with 

gaming industry, he believes games are the future of education and should be incorporated to 

the formal curricula of the schools and universities. As he states: “All the schools will end up 

using game metrics”2. He gave the example of the application Wordplay which in his own 

claim (not proved scientifically) could help learning Spanish vocabulary for kids even 6-times 

faster than established language course provider Rosetta Stone3. Even though, he did not reach 

success so far with his edutainment project, he claims the main problem is opposition from the 

public school system which does not want to incorporate gaming into the curriculum. 

 
1 https://lemelson.mit.edu/resources/nolan-bushnell, MIT Lemelson Resources, retrieved: 13.05.2021. 
2 Takahashi D., ”Nolan Bushnell aims to disrupt schools with edutainment”, 13.07.2021, link: 

https://venturebeat.com/2011/07/13/nolan-bushnell-aims-to-disrupt-schools-with-edutainment/, retrieved: 

13.05.2021. 
3 Ibidem. 

https://lemelson.mit.edu/resources/nolan-bushnell
https://venturebeat.com/2011/07/13/nolan-bushnell-aims-to-disrupt-schools-with-edutainment/


                                                                                                 
 

Nevertheless, edutainment is also interesting learning environment which should be observed 

in programming education. While the games probably will not guide you through the whole 

curriculum required to build solid fundamentals in programming and computer science, they 

can be used as a supplementary learning resource to refresh concepts and practice 

programming. 

 

 

Requirements and prerequisites for creative teaching-learning 

We can summarize the prerequisites and requirements as follows: 

1. Free and open community of learners where everyone can feel safe and could share 

their thoughts. 

2. No hierarchical structure and freedom of thinking and decision making. 

3. Usage of various online methods (such as computer games) to stimulate creativity and 

build learning habits. 

4. Include hybrid methods and new developments such as VR, AR, XR in the learning 

which can be a interesting milestone to build creative multiverse (experiences of 

MineCraft and other games which stimulate creativity amongst youth). 

5. Leading by inspiration and lack of negative feedbacks. 

6. Understanding of the limitations of the digital context of the learning and taking into 

consideration of its specifics.  
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